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One Hand Reach 


ne of the more spectacular sports of the 

Northern Games, the one hand reach, 
requires a competitor’s combination of mus- 
cular co-ordination, skill, and balance. An 
athlete must balance his entire body on the 
fingers of one hand, touch an object above his 
head with the other hand and return to a posi- 
tion of balance. The competitor who can 
reach the highest is the winner. 


Rules: 


1. Start: The player will position himself so that the 
target will not be any further away than his fingertips when 
his arm is extended parallel to the floor. 


2. Position: The player shall balance his body 
parallel] to the floor on one hand. 


3. Reach: The player shall reach out and strike the 
target clearly while maintaining his balance without any 
portion of his body touching the floor. 


4. Attempts: Three attempts may be made at each 
height. 


5. Elimination: A player is eliminated when after 
three attempts at a given height he fails to clearly strike 
the target. 


6. Starting height: The starting height will be 
established by the event judge(s) in consultation with 
competitors. This height will then be the standard start- 
ing height for the duration of the competition. (Usually at 
3 feet.) 


Z. Rotation: The rotation of the players will be 
established by draw. The same rotation will be maintained 
for each height. 


8. Raising of target: The target will be rais- 
ed an inch for each round. 


9. Scoring: The player who reaches the target 
at the highest height will be declared the winner. 
In the event of a tie it will be broken as follows: 
a) Least number of trys 
b) Least number of failures. 
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Airplane (The eagle) 


his is probably the most physically de- 

manding competition of the Northern 
Games, so demanding, in fact, that com- 
petitors are limited to one try only in competi- 
tion. This sport requires the perfect control 
of great physical strength. Athletes must flex 
their muscles so as to maintain a perfectly 
straight position with their arms and legs 
extended while they are carried over a 25-foot 
square grid by three people. The athlete who 
maintains a perfectly rigid position for the far- 
thest distance is the winner. 


Rules: 


1. Start: The player will begin from a position face 
down on the floor, legs and feet together, with arms ex- 


tended at right angles to the body. Body stays firm and 
rigid. 


2. Movement: Three assistants, designated by the ~ 


Officials, will lift the player well clear of the floor, one 
grasping him by the ankles, and one by each wrist. The 
player will then be carried over a given course, with limbs 
rigid and fully extended. 


3. Elimination: A player shall be eliminated if, in the 
opinion of the judges, he is no longer able to retain the 
rigid position assumed at the beginning of the carry. 


4. Attempts: Each player shall be allowed one at- 
tempt only. 


5. Scoring: Each carry will be measured by the 
judges. The player with the longest distance will be 
declared the winner. 


6. Rotation: The rotation of the competitors shall be 
established by draw, and maintained throughout the event. 
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One Foot High 
Kick 


n this competition a competitor must kick 
I an object suspended at a measured dis- 
tance above the ground with one foot. He 
must begin his kick within ten feet of the kick- 
stand, land on the same foot that he has kick- 
ed with, and maintain balance. The athlete 
who kicks the highest wins. 


Rules: 


1. Start: A player may not be more than ten feet from 
the target when he starts the jump. 


2. Take Off: Both feet must be together on the take 
off. 


3. Kick: The target must be clearly struck by one foot 
for a successful kick. 


4. Landing: The landing must be on the foot with 
which the target was kicked. The player must maintain 
balance on landing. 


5. Attempts: Three attempts may be made at each 
height. 


6. Elimination: a)A player is eliminated when after 
three attempts at a given height he fails to clearly strike 
the target in accordance with Rule 3. 

b) A player is charged with one attempt when he fails to 
land properly in accordance with Rule 4, even if he strikes 
the target. 


1. Starting Height: The starting height will be 


established by the event judge(s) after consultation with © 


the participants. This height will then be the standard star- 
ting height for the duration of the competition. (Usually at 
6 feet.) 


8. Kicking Rotation: The rotation of 
the kickers will be established. by draw. The 
same rotation will be maintained for each 

height. A player may decline to kickatany f 

height, however, once an attempt has been 

made at any height, the kicker must continue 

to kick until he is successful or has been 


eliminated. kg 


@ 


\ 


9. Raising of Target: The 
target will be raised two inches for 
each round. 


10. Scoring: The player who 
kicks the target at the highest 
height will be declared the winner. 
In the event of a tie, it will be 
broken as follows: 

a) Least number of jumps; 

b) Least number of failures. 
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The Good Woman Contest < aA’ 


Un modern beauty contests, the good woman con- 

testant is judged on her overall performance 1 in many % 
activities. Traditionally, looks were not the prime asse 

a good woman when life and family required a great dé 


from a mother and wife. 


Important ina good woman was competence in the s 
needed to survive in a harsh climate—everything f 
sewing and cooking abilities to animal shining 


preparation of hides. 


The Contests: 


1. Tea Boiling Each woman is timed 
can make a fire, bring water toa boy an 


cup of tea. 


2. Fish Cooking In a timed comp 
woman cleans a fish and cooks it on a fire t 
going. Quality of cleaning and presentation of the c 
ed fish as well as timing are considered in judging 


3. Bannock Making Contestants must ma 
nock from the dry ingredients provided, mixit J 
cooking it over an open fire. The finished bannox 
ed on taste and texture. Timing is also a pe 


contest. 


4. Fire Lighting "bea NC 


she can get a fire 


5. Rat Skinni 


woman is chosen C 
of her work. xX 


6. Seal Skinning, Flesh 
woman is judged on hew td 
and stretch a seal skin. “%&, * 


i. Preparing dry fis f 
fresh fish, clean it, skin it and rot ti 
drying. They are judged on how fas 
quality of the finished product. 


8. Sewing Each woman brifiess-Witk . a Sa 
her sewing. These are judged.in-vane IS catego) 


9. Aim Ball throwing and loop aiming test the skill Si 


each woman. 


Stretching 
nd how well she ca: 


No * 3s 
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52. GAdgis 


10. Costume Every woman is asked to come to the 


games in traditional costume. The costumes are judged 
on how well the garments are made and on originality. 
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